he purpose of this study was to examine the effect of using SCAMPER-based 
Speaking is mostly taught with old fashioned teachercentered approaches that stress memorization of conversations from the text books. So students are not given the opportunity to think and express their ideas freely. Therefore, teachers play an important role in developing oral language by creating opportunities for learners to talk in an environment that facilitates oral expression.
Teaching story has always been a way used by a majority of people around the world who like their children to enjoy a character's adventures and to distinguish between good and evil. It encourages primary school students to broaden their minds and think creatively. Murdoch ( 2002, p.9) indicates that short stories can provide quality text content which will greatly enhance English language teaching courses for learners at intermediate levels of proficiency.
Recently, many new strategies have been greatly developed to encourage the positive interaction between the student and the teacher, and enhance the concept of creativity so the learner could be able to think creatively to solve the problems. Among these strategies is SCAMPER in which students will:
The nature of Speaking: Rizfi (2006 , 92) defined speaking as an interactive communicative process that involves speakers and listeners . It is not the oral production of written language but involves learners in the mastery of a wide range of sub-skills, which, added together, constitute an overall competence in the spoken language (McDonough and Shaw, 2003 ,13) . Richards and Renandya (2002: 204) say that learning to speak a foreign language is more than knowing its grammatical and semantic rules. Learners must also acquire the knowledge of how native speakers use the language in the context of structured interpersonal exchange in which many factors interact.
Games:
The use of games in teaching a foreign language gives opportunities to build and develop the skills of independent creative activity (Konisheva, 2008) . Anna (2010) stated that games consist of many factors that are useful in improving Speaking such as instructions ,competitions , recreation, and language learning.
Role-play:
Using role-playing in the classroom allows the teacher to create and develop the students' skills and the ability to find the necessary information, transform it, to produce plans on the basis of it and decisions in non-stereotypical situations. It helps to ensure mutual communication of all participants and motivating speaking activity (Kovalenko and Anna Smirnova, 2015) .
Interviews:
Students can conduct interviews with many persons on various topics. It is advisable that the teacher provides a rubric for the students, so they know what to do, but they should prepare the interview questions by themselves.
Information gap activities:
Information gap activities is a communicative teaching strategy which has been recommended by language researchers for teaching Speaking. When conducting information gap activities, teachers work as facilitators providing students with skills they need, organizing the classroom activities, correcting students' errors and observing the students to discover their strengths and weaknesses to propose future activities ( Jondeya ,2011) .
Storytelling:
Storytelling hones our literary and imaginative skills. We improve our ability to listen, speak, imagine, compose phrases
Prepared talk:
This activity allows a student (or group of students) make a presentation on a topic of their own choice. The talks are not designed for informal spontaneous conversation. This activity represents a defined and useful speaking genre and can be extremely interesting for both speaker and listener if properly organized.
Questionnaires:
This type of activity allows the students to design questionnaires of any appropriate topic. The results obtained from questionnaire can form the basis of written work, discussions, or prepared talks. Many studies were conducted by different researchers to develop and improve the Speaking Skill using different techniques. The following lines preview some of these studies.
Tilahun, (2013) study was to identify the challenges of teaching speaking skill in a large English language classroom. 100 grade nine students were involved in the study. The study shows that there are a number of challenges that contribute not to practice teaching speaking skill in large English language classrooms. According to the findings, there are a number of problems that challenge them to practice it such as the nature of chairs and desks which are not moveable, the students lack of adequate motivation and courage to speak, the failure of classroom teachers to be committed and use their effort in the Journal of Research in Curriculum, Instruction and Educational Technology teaching learning process, failures of teachers and students to use different strategies in order to make speaking classroom convenient and effective are some of them. Diyyab (2013) investigated the effectiveness of using a multimedia-based program for developing EFL speaking fluency skills among second year, English section student teachers. The sample of the study consisted of thirty students at Sadat Faculty of Education, Minufiya University, Egypt Results of the study revealed that the study sample's EFL speaking fluency skills were developed after using the program.
SCAMPER strategy
SCAMPER strategy is based on the notion that everything new is a modification of something that already exists. It is considered a creative problem-solving technique or strategy which allows users to break free from rigid and limited thinking patterns and operate in various ways (Moreno, Hernández,Yang, & Wood, 2014) .
SCAMPER rationale:
First proposed by Alex Osborne in 1953, this thinking strategy was further developed by Bob Eberle and noted in his 1971 book, SCAMPER: Games for Imagination Development. Eberle states that much as the word scamper suggests "running playfully about as a child", the strategy SCAMPER may also evoke the need "to run playfully about in one's mind in search of ideas" (Eberle, 1984) . SCAMPER strategy offers a systematic and practical way to stimulate divergent thinking, imagination, originality, and intuition while scaffolding students' creative thinking for independent use on other tasks and assignments (Glenn, 1997) . Instead of focusing on reading and research, SCAMPER is a framework for creative questioning that can apply to almost any situation at home or school (Eberle, 1987) .
The questions generated by SCAMPER can be used to address many types of problems. Students do not have to sit and Journal of Research in Curriculum, Instruction and Educational Technology wait for ideas to pop into their heads, but can use SCAMPER questions to help the ideas come .SCAMPER can be used to modify and elaborate story plots, create ideas for threedimensional art projects, or address school or community problems .It gives students a set of tools they can use when they are struggling to find an idea or to improve the ideas they have (Starko, 2014 ,157 ) .
SCAMPER principles:
Michalko, (2006) 5. P Put to other uses: Considering ways that the target can be used other than originally intended.
6. E Eliminate: (also, elaborate) To remove or omit part or all of a particular quality to add more details.
7. R Reverse :( also, Rearrange) When using reverse, the focus is on the opposite or contrary meaning. When using rearrange, the focus is on how the change of order or sequence would affect the target or challenge. SCAMPMER principles were clarified by Michalko (2006) 
How to use SCAMPER:
When using this strategy in the classroom, it will be helpful for the teacher to:
1. Review the SCAMPER acronym with its associated questions.
2. Have a sheet of paper with SCAMPER acronym and the associated words.
3. A list of the questions for each SCAMPER word to be used by the pupils. Michalko (2006) stated two steps when applying SCAMPER in the classroom:
1. Directing the pupils to use principles of SCAMPER using some helper questions and the SCAMPER organizer.
2. Group members call out their answers for discussion. Any response to the SCAMPER strategy is welcomed no matter how non-logical it is.
Many researchers investigated the use of SCAMPER in developing Creativity and Creative Thinking such as Dee and Barkley (2001) who investigated the enhancement of the skills of decision making and problem solving of the teachers in service. SCAMPER strategy was used, and it proved to be fruitful in improving the teachers' abilities of decision making and problem solving. Bakr (2004) used SCAMPER strategy with other four strategies to develop creative thinking of English learners at the preparatory stage. The study was conducted on a sample of 70 students of 2 nd year preparatory stage. It investigated the efficacy of some proposed activities for developing Creative Thinking of English learners. The results showed high achievement in English language and improvement in the learners' creative thinking.
Hussein & Carignan (2016) study explored to what extent the SCAMPER strategy activities can help fourth graders generate creative ideas while augmenting their inventiveness. The sample consisted of 24 fourth grade students at a suburban Midwestern elementary school. A repeated-measures design involving all participants alternately in the two conditions measured students under each treatment condition. In the experimental condition, students used SCAMPER charts with animal adaptation ideas to generate ideas to improve a product using limited materials; in Journal of Research in Curriculum, Instruction and Educational Technology the control condition, they used simple SCAMPER charts to improve a product with limited materials. A scoring rubric was designed to assess the utilization of the SCAMPER chart and students' inventiveness. Students' inventiveness scores showed a statistically significant difference favoring the experimental condition. In contrast, student scores for completing the two types of SCAMPER charts favored the simpler control condition's chart. However, student products completed under the experimental condition showed more complexity and originality.
The previous studies showed that SCAMPER strategy has been mainly used to develop Creativity and Creative Thinking Skills. In this exploratory study, SCAMPER strategy was used in teaching story to develop the Creative Speaking Skills of the primary stage pupils in governmental language schools.
Creative Speaking: Nunan (2015) drew a distinction between reproductive speaking and Creative speaking. In reproductive speaking, the learners reproduce language forms and cues provided by the teachers or some other aural models. In creative language use, the learners do not regurgitate the meanings of others, but create their own meanings .Both reproductive and creative are necessary in developing speaking. Often students prefer reproductive oral work because it is safer, as the risk of making mistakes is minimized. Therefore, good teachers should create a non-threatening environment and encourage learners to leave their comfort zone and engage in tasks that require creative language use.
A Creative Speaking approach was developed by Becker and Roos (2016) with the aim to promote productive language use in the young learners' classroom. It is illustrated in the model in Fig. (2) And is described in the following sections. October 2017 
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Level I: Reproductive language use
The model is organized across three levels. At the first level, reproductive language use, it integrates activities that foster reproductive language use, which is considered an important foundation of creative speaking. At this level, the learners use fixed expressions in order to be able to communicate successfully. Activities are guided as well as closely linked to the input given in class. They mainly promote imitation and therefore include saying rhymes and chants, singing songs and retelling stories or parts of stories and scripted acting and speaking of dialogues, role plays and sketches. They also include other speaking activities such as guided information-gap activities, where the language to be used is fully supplied. Guided activities are very motivating because they allow beginning learners to speak imitatively and to actively participate from a beginning level on.
Level II: Creative language use
The next level, Creative Language Use, allows learners to practice control" (Thornbury 2005b, 63) Thornbury (2005 b, 63 ) describes "practiced control" as "demonstrating progressive control of a skill where the possibility of making mistakes is ever-present, but where support is always at hand."
The main goal of practicing control is to support appropriation of the target language. According to Thornbury (2005b, 63) , "learning a skill is not simply a behavior (like practice) or a mental process (like restructuring) . Central to the notion of a transfer of control is the idea that aspects of the skill are appropriated. Appropriation has "connotations of taking over the ownership of something, of 'making something one's own' (Thornbury 2005b, 63) . In order to facilitate appropriation, the learners have to independently perform and creatively combine fixed expressions, but can still rely on support through the provision of partial scaffolding in form of phrases they are provided with. Examples of such activities include partly scripted guessing games and information-gap activities, story skeletons and gapped songs, chants or rhymes.
Level III: Creative and Productive language use
Activities at Level III promote creative and productive language use and challenge learners to use the individual linguistic repertoire available to them in a meaningful context. This means that they are free to rely on rote-learned expressions, to creatively combine them or to use language totally creatively in order to find their own ways of expressing meaning. Possible activities include non-scripted information-gap activities such as picture differences tasks, opinion-gap tasks, non-scripted storytelling, role play and improvisation tasks. All activities at that level require that the learners "marshal their newly acquired skills and deploy them unassisted" (Thornbury 2005b, 13) . They also need to spontaneously interact with peers, retrieve appropriate language structures, cope with unpredictability, anticipate and plan ahead. Therefore, the learners are challenged to perform independently and can experience a very high degree of autonomy. Partly scripted activities from Level II can easily be modified by removing the support to make them suitable for Journal of Research in Curriculum, Instruction and Educational Technology Level III. The reduced support and freedom of language use at Level III inevitably leads to errors. In this context, however, it is important "to see errors as evidence of learners' progress, in the sense that they show that learners are making creative attempts to use language beyond what they have been taught" (Nicholas, Lightbown and Spada 2001, 720) . Thornbury (2015b, 111) emphasizes that the learners need to be able to "experience autonomy" and experiment with language, but also need to be provided with effective and clear as well as discreet and sensitive feedback "for the improvement of the subsequent performance." Feedback should therefore always be given after carrying out activities at the third level. Instead of an overt correction, which can be very demotivating and inhibiting, feedback that focuses on improvement may be very helpful.
Nurhayati (2016) investigated using Local Drama in Writing and Speaking to enhance EFL Learners' Creative Expression .The study offered the variation performance in delivering ideas or activities through writing a script and conducting a drama. The steps of learning writing are (1) Creative Expression (responding to the ideas that learners produce; (2) Composing Process: planning-writing-reviewing framework using dramatic structure: orientation, complication, sequence of events, resolution and coda; (3) Genre and context of writing .In speaking, the students were divided into some groups to create the learning community, the steps are: create script based on themes, next consult the script (discuss their creative expression), observe the characters play, their characterization, mime, and other aspects, practice the script, and finally perform drama outdoor. The results showed more self-confidence in uttering ideas, which indicates that drama is considered as an appealing learning strategy.
The current study is delimited to the Creative Speaking Skills (CSS). To the farthest knowledge of the researcher, previous studies related to this variable are very rare .Therefore this study is considered an exploratory study. Journal of Research in Curriculum, Instruction and Educational Technology 2. A Creative Speaking Skills Rubric to score the pupils' CSS during the pre-post test.
Design:
The researcher followed the quasi-experimental design in which the participants were divided into two groups; experimental group and control group. The experimental group was taught the story using SCAMPER strategy, whereas the control group was taught the story using the traditional way.
Results and discussion
Testing the first hypothesis "There is no statistically significant difference between the mean score of pupils of control and experimental groups in the pre-test of Creative Speaking Skills". A Creative Speaking pretest was administered on the experimental and control groups and the Creative Speaking Rubric was used to identify the mark of each question. Results were analyzed statistically to ensure the homogeneity of both groups. Results in table (2) show that the experimental group outperformed the control group in the three sub skills of the Creative Speaking. The means of the fluency, flexibility and originality were relatively close at 28.00, 23.10, and 22.83 respectively. All differences between the experimental and the control group were significant at 0.05 levels. This means that using SCAMPER strategy in teaching story was effective in enhancing the pupils' Creative Speaking Skills.
Testing the third hypothesis
"There is a statistically significant difference at 0.05 level between the mean score of the pre and post administration of the experimental group in Creative Speaking Skills in favor of the post test". In order to test this hypothesis, the t-test for two Journal of Research in Curriculum, Instruction and Educational Technology independent groups was used. Results are represented in table (3). Table ( 3) reveals that the post administration of the test was substantially more significant than the pre administration of the experimental group in the three sub skills of the Creative Speaking test and in the total score of the test .All differences between the mean scores of the pre and post administration of the experimental group were significant at 0.05 level. This proves the effectiveness of using SCAMPER strategy in enhancing the pupils' Creative Speaking Skills.
Discussion:
Results of the current study add up to those of the previous studies conducted by Dee & Barkley (2001) , Bakr ( 2004 ) , Hussein and Carignan ( 2016 ) in that they proved the effectiveness of using SCAMPER strategy in developing the pupils' creativity . The results are also consistent with the Creative Speaking approach developed by Becker & Roos (2016) aiming to promote productive language use in the young learners' classroom. Results of the present study are evident that teaching story to primary stage pupils using SCAMPER strategy could help them improve their Creative Speaking Skills.
The main objectives of the proposed SCAMPER activities were to define what SCAMPER is, develop their Speaking skills, speak creatively, talk about new characters and events and retell Journal of Research in Curriculum, Instruction and Educational Technology the story in a creative language .The researcher adapted the questions based on the first three chapters of the pupils' storybook in the first term according to the seven principles of SCAMPER strategy; ( substitute , combine, adapt, modify, put to other uses ,eliminate , reverse ). Organizers of SCAMPER-based questions of each lesson were distributed and answered orally by the students who were sitting in groups of 4-5. Seven sessions were designed in addition to an introductory session in which pupils watched a YouTube video on SCAMPER. Copies of SCAMPER organizers were distributed in each session in which pupils read the helper questions and answered creatively. Pupils' age ranged between 11 and twelve. It is worth mentioning that during the implementation of the experiment, pupils were very responsive and could give unique and unexpected answers to some questions. The pupils' responses proved that the implementation of the strategy not only developed the pupils' Creative Speaking Skills, but also created a funny and enjoyable classroom atmosphere which helped in arousing the pupils' interest, developing the pupils' positive attitudes towards the learning of the English language developing the pupils' creative use of the language, enhancing the pupils' ability to work in groups, encouraging pupils to express their ideas freely, motivating the pupils to think and generate more ideas and developing the concept of "Thinking outside the box ".
Conclusion:
With reference to the results of this study, It is concluded that using SCAMPER strategy in teaching story can enhance primary stage pupils' Creative Speaking Skills. Using SCAMPER strategy also encouraged pupils to speak, enjoy participation in the classroom discussion and motivated them to think divergently in answering various questions.
Recommendations of the study:
Based on the results and conclusions of the study, the following recommendations are suggested:
